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=A By using ultra-large memory chips we-are able to bring you four 
[ 5 p UN full-sized games on one cartridge. The first thing you will need to 
j jarta l : y X 1-900-RES TA RT > do when a Power-On is Hess game you want to activate, 
hd DOR ai Use the SELECT button to point the arrow on the screen at the 
game you want ta play, 

Press the START button to activate the game, 
then read the section in this booklet about 

playing the game, 
«ies During play you can use the RESET button to 

lso has help with Start Ihe chosen game again. 

Dizzy and Bignose the Caveman” When you want to choose a new game you 
Should Power-Off, wait a few seconds, and 

Power-On again, 








oomerang Kid™ was lost by his 
parents on a camping trip to the 
outback. Luckily an Aboriginees tribe 
found him and saved him 
from being a Dingo's dinner. 
The Aboriginges raised him 
as one of their own and *< 
taught him the ways of ® ^u» em 
survival in the outback, 

= Snapping Alligators, hungry 
lk Dingos and cute Koalas, 
Boomerang Kid learned 
about all the animals in the 
outback and studied their 
movements, He also 
learned to find his way around the 
treacherous terrain that was now his home. 
Now that Boomerang Kid |s older he wants to 
repay the Aboriginees, so when their 
boomerang store is raided he sets out to find 
them, vowing not to return until he has every 
single ona! 












BOUT THE GAME... 


omerang Kid™ has been given the 
q all of the bo rom three 


THE OUTBACK THE CASTLES THE CAVES 


amerang Kid only has 
1o pass through six of 


ampng threugh 
them. All of 
them mus 


Creatures 


of scenery which co 
Platforms 


when ne lands an U 
Crumbling 


disintegrat 
Kid is on them iti 


which havo vari 

when pushed , 5 

contain tunnels which trans 
Boomerang Kid to ather pa 
of the room. 

Springs 

These will spring Bo 

Kid high into the air when he 
jumps on th 


Wich owt for e frog! 





Timer 
must be 


are a 

each unit of rema 
Lives 

You starl the game 
lives, Boomerang kid ose a life by falling lao far 
or fallin ^a ing into water or lava. running 
into a c s and by running out of lime. 

An extra ( at the end of each world 


CONTROLS 
Boomerang Kid can run left and right and jump, The 
longer bution A is held down, the further he 
Hint: Be carelul not to fall too far -Boomerang Kid vill 
lose a lite! 
START pauses the game 

SELECT m 


Dissolving bridge 


Howard the Dinge 


| Room Selection sereen: 
è go afler 


completing a 8 
THEW limp RIGHT and A, B or START to se 









































] Y thousand years ago In the ancient heart of old 
L—À England the Sheriff of Nottingham held the people in 
A Man iron fist. The King has gone overseas and in his 
absence the Shariif is demanding higher and higher taxes 
threatening those who complain and imprisoning those who 
talusa. ` 

As winter draws nearer the Impovarished peasants grow more 
and more desperate, They have no money for food and the 
Sheriff grows ever more powerful, 

The Earl of Huntingdon, also known as +, m 
Robin Hood, was once a nobleman and 
faithful servant of the King but now he 
Is an outlaw in tha green forest of gle 
Nottingham which steches, unbroken, T^^, SE. 
for hundreds of miles and is mostly ^.^ es size 
unexplored, IHe lives in the forest with 











pk 


his wife, Maid Marian, as a bandit stealing money from the tax 
collectors and noblemen as they travel through and then glving 
itto the poor, 


The Sheriff is beside himself wlth rage 

and has kidnapped Maid Marian 

holding her as a hostage to force Robin 
1 Hood to give himself up. 

=f But Robin has found a way Into the 

Sheriffs castle where Maid Marian is 

belng hald. The rescue bagins... 









TTINGHAMS 


Robin Hood must fight his way through the Sheriff of 
Motlingham's castle, The main enemies are the 
guards, armed with 


range of o 
breathing 
great drilling spikes that spring up from gro 
Keys and Treasure 
The roule Rabin must take 
through the castle is very 
torturous! He must find ke) 
to open doors and activate & 
ding him deeper into 
the castle, Rabin must also 
collect all the stolen treasure 





Aroyalbedroonr 


that he finds in the castle so he can give it la the poor. 


The treasure is... 
8 Chests 
B Crowns 
B Diamo 
B Shields 


The treasunt sereen 


Hearts and Lives 


The game starts with 3 live: 


right of the screen, each life 
ances, shown 
q hearts in the 


tumed if 

Each time you are hil by 
something, | 

heart and 

invincible for a short lime - 
this should enable you to 
get clear of he danger 


zone! SF Robin te the rescue! 


Hints: 

You can duck below some 
arrows, athe: 

jump! 
5 sam the thugs 


Tap of the Castle! 





Secret Passages ANTO 

Notiingham : 5 ( ON rR 

can be ri if Rabin can find the trigger paints sc Robin Hood is able to perform quite à number of 

gels l moves... 
Water i UP - him climb ladders 
Robin can walk in 

I DOWN 
lalis into any lava 
Trampolines LEFT and RIGHT 
Al various places A 

Hiding in the water B. 
Hobin will find trampa nce START 
to reach highe fo get a really hic Advanced Controls: 





bounce, Robin must bounce on a tramp ral Jumps: The longer Robin runs in one direction, the faster 
times, ha will rut illo d {his 
The various scenes: 


jumps, TI 
! higher Robin is 2 

and keep Io Crouching: If Robin is runni 
Here is a list of the ! areas in the a. n he will be 

i along on his knees! This 
The Great Halls & Corridors — Master Rooms iseful for getting under lovi 
The Dungeoris/Cellars Chapels 
Underground Caves Outside- 
Torlure Chambers {on the castle ramparts) 
Kitchens Inside the Towers 
Dining Rooms Secret Rooms 
Bedrooms 








goodbye to Dizzy" [n his naw boat, He had built It. 
imsel and it really was very nice, with Its bright 

white salls and shiny red hull. Dizzy felt proud as Dalay 
kissed him goodbye and the fresh sea breeze filled the 
Sails, and the boat sailed out to sea on Its first voyage. 
The sky was clear and tha weather was fine as Yolkfalk'e 
village disappeared over the horizon. Dizzy dangled his 
fishing rod over the sida and daydreamad about what 
adventures might lie ahead in strange, distant lands, 
Suddenly the wind stiffened, the boat - 
started to roll, and dark clouds gathered |: 
in the sky. 'Grand Dizzy was wrong - 
about the weather’, thought Dizzy as 
the waves started breaking over the 
side of tha boat, Before long a -nik 
ferocious storm was raging, and Dizzy's 
little boat was being tossed about |n. the enormous 
waves, Lightning crackled and thunder roared as Dizzy 
tried bravely to keep the boat afloat, but It was no use, 
Just before the boat sank below the surface, Dizzy 
Spotted a distant Island Illuminated by a flash of lightning, 
He dived into the heaving waters and started to swim.. 
That was how Dizzy cama ta find himself poaching on the 
silent, sun-kissed beach of a seemingly deserted island. 
Now he had to somehow find alway back to Zakerla, land! 
of the Yolkfolk. 


N Il the Volktolk gathered at the beach to wave 


AITNE 
o m 


Bm 
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Stranded! 


Dizzy" 


island. Your job a 
to find your v 


To start und a 
small pa p because yo from 


dillerent puzzles, As 


aing more 
new puzzles. 





to solve tha puzzles. 


Solving Puzzles 
Whan you find an 
stand in front of it, pi 


the di 
of tha 


irop it again. You 
ild experiment with the 


he crealures on the 
island, most of 
e deadly 
some hide tr 
and some will have 
weird atiects on Dizzy 
if he touches them. 


General Heweing, Hie Domen, 





Hinls: 
Water: Ba careful in water, a 


A cle shown anwerentt 
loft by an a 
strange totem 


ue Solution 2 -Very 
Mind that irap! There : 
ddan on the island; find thes 
ape from the island... some of these are very 
well hidden 


GOOD LUCK! 





Controls: 

The LEFT and RIGHT buttons walk Dizzy around the 
li ê. 

The A button is for jump and Dizzy will pickupidropi 
use and read with the B button. 

START will start the game and pause the game 
during play 


Daisy, Dizzy s 
True-love 











y osmiel", shouted Linus as he power slided his Stingray 
Convertable around tha lurnplke on Route 55 of the 
Galactic Highway. ‘This baby really moves!*, 

"What a rush)", he screamed as he tora past hls home planet of 

Unolaum at 30,000 miles an hour, ‘with this mean machine I'l be a 

dead cert to win the Galactica Bumper Car Race next Week’, ha 

thought. 

Linus! foot was on the floor and the Stingray was streaking across the 

Milky Way. Then suddenly the angine's note changed, and a territa 

phuti. phulitnoise came from under tha hood. The engine dled. 

"Galactic goo!-ups! I've ran out of gas!".. By now he was hurling 

through space at 200,000 miles an hour towards a distant unknown 

star and he had na power to do anything about it 

The Stingray screamed through a red fight on an Intersection narrow 

missing a sluggish old Stellar Capri. Linus glanced to hls side and 

read the star sign by the side of the highway, "Planet Earth 50,000 

miles" It sald. 

"Stross mani", exclaimed Linus, "Ive never even heard of Planet Earth 

-| hope the natlves are friendly" 

*Cosmic close-calls!", hollered Linus as he 

scraped past a rusty old satellite and entered 

the Planets atmosphere with a bang, Before he 

knew it his shiny new stingray was rumbling 54 

down a mountain towards the sea, fenders and 4 

antennas, windshield wipes and tall lights falling Sas 

ff loft right and centre. 

Tha spacecralt entered the sea with an almighty crash and sank to tha 

bottom, "Heavy, heavy, heavy" groaned Linus as he chambered out of 

the wreckage. lva got a feeling my adventures ara just beginning...” 
and he was right... 
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tihe Sevag 


pieces a i 
0 make 


1 popular 
snack is wall known 
ior its healthy 
properties, Linus 
was wall st 


crash. Every f 
Cosmic Candy bars 
that Linu: 





inus searches (he 
idscape hard enough he might just 
room stuffed with co 
ragio SCIOCr 
When Linus finds a piace of 
adio (shown as a valve), 
gan 
showing the radia being 
p ogelher, The pi 





Linus w 

natural hazards such 

whirlwind, falling racks 

graat chasms. Some af the 

jumps, Linus can only just — YikesParswarmrof bees? 
reach. on tricky jumps, stand Linus on the edge 
of the jump and jump on th next move lo the 
ractie want him to jum, g the jump 
button, -This way you can always be sure to make 
those tricky jumps! 





Linus Spacohead “can 
tün LEFT and RIGHT, 
DOWN will make him 

crouch and 

on makes 
TART will 
pause/unpause 
lha gama. 





© CODEMASTERS 


Three more Codemasters games available fram 
-Camerica. : 


*, This game is als 


THE FANTASTIC ADY 








SOCCER SIMULATOR" 
PRO TENNIS" 
BMX SIMULATOR” 


TERES 


ABOUT CODEMASTERS AND ITS YOUNG FOUNDERS 


David and Richard Darling 
started writing video games 
while they were in their early 

ns and still at school in 


e houses, and | 
many of them turned out to be run away i 
sellers. The boys had by then realised that thoy had a 
natural talent for coming up with games that people really want 
10 play! 


David and Richard formed Codomi ir own company, in 
1886. Within a year Codemasters was the best selling 
software publisher in the UK. Codemasters has 

UK charts. 


Over thirty of the worlds best games le work al 
Codemasters global re farm in the heart af 
tural England. Codem r ourcos, the experlise 
and the drive to bring you the very best in video game 
entertainment and that's exactly what Richard and David aim to 
dol 





CAMERICA LIMITED INC., LIMITED WARRANTY 


RICA) warrants lo the argnal pure 


s Lang ew eq pnt cl ard on Ih 
het 


i orig ander, 


‘remote iha seperation kibeda fre wu pem 

















